
Three New Pacific
Educators Begin Year
of Residence at PREL

By Julian Heinz

School, he hopes to improve his sub-
ject area knowledge and instructional
skills in order to be a more effective
teacher. Because of the lack of local
expertise in IT, after his return to
Chuuk, Mr. Mori hopes to provide
technical support to the schools and
departments of the local government
and contribute to a curriculum guide
for high school students in Chuuk.

Ms. Williander’s area of concentra-
tion will be reading in grades 4–5. She
is employed by the Chuuk State
Department of Education (DOE) as a

mentor teacher. Ms. Williander is con-
cerned that many students are strug-
gling with reading, and wishes to help
bring about changes in the way teach-
ers and administrators think about
and put into practice the teaching of
reading. She looks forward to studying
how children learn to read and putting
that knowledge to work in Chuuk by
training teachers and working with
groups of struggling readers.

Julian Heinz, Assistant Editor, may be
contacted at heinzj@prel.org.

T hree new Pacific Educators
in Residence (PEIRs) have
begun work in Pacific
Resources for Education and
Learning’s (PREL’s) Honolulu

office. Solipo Matai of American
Samoa and Minoru Mori and Dita
Williander of Chuuk, Federated States
of Micronesia (FSM), were selected
from a large group of applicants to fill
the positions for 2006–2007. The pro-
gram is a collaborative effort of PREL
and the state education agencies and
institutions of higher education in the
Pacific region to enhance and develop
the personal and professional skills of
Pacific educators in the context of
PREL’s ongoing work. PEIRs focus on
learning experiences that maximize
professional development opportuni-
ties and benefit their schools and com-
munities. Most PEIRs remain
employed in their home entities and
return at the end of their 1-year term.

Mr. Matai’s area of specialization
will be teaching English language
learners (ELLs) across the curriculum
in middle and high school. He is
employed by the American Samoa
Department of Education (ASDOE) as
English Language Arts Specialist for
Secondary Education, and also chairs
the ASDOE’s Annual Secondary
Schools Speech Festival. Through his
year at PREL, Mr. Matai hopes to gain
skills that will help him contribute to
the development of the ASDOE’s ELL
program and help build community
awareness of the problems ELLs face,
including the risks of losing the
indigenous language and students
remaining at a remedial level in both
languages.

Mr. Mori will focus on information
technology (IT). A volunteer teacher of
computer science at Xavier High
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Game-Based Learning:

A Powerful Model for
Educational Content

By Tony Tung

E ducators often complain about competing against the Nintendo,
Xbox, or PlayStation, when they should be embracing the powerful
concepts behind what makes these games successful. Regardless of
content, factors such as motivation, complex storylines, and deep
interaction, amount to high levels of engagement, making game-

based learning a perfect medium for educational content.
Games allow experiences—chances to try out scenarios in a safe environ-

ment free from teachers and peers—and allow us to create meaning from
problem solving. Well-designed games can teach consequence and sometimes
even values. The environment can open up our creative resources, integrating
them with the absorption of educational material, all in a seamless engaging
experience when designed properly. Academic subjects can be turned into an
enjoyable experience, whether for momentary glory or longer immersive and
rewarding experiences that require strategy, planning, and a sense of adven-
ture. Mark Prensky, author of Digital Game-Based Learning, argues that cur-
rent learning methods for young learners fail to engage learners used to
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S ure, we’ve all probably “Googled” something, but
the fun doesn’t have to end there. Since its
inception, Google has become an impressive pro-
ductivity tool. The website seems to be making
great strides toward achieving its mission “to

organize the world’s information and make it universally
accessible and useful.” Over the past few years, Google has
added so many features to its services that one could easily
compare it to a “dashboard.” In fact, while preparing for a
recent trip to San Diego, I got a chance to develop a deeper
appreciation for what this tool is capable of doing.

Three hours before my flight, Google helped to keep
me on track with my travels.  What would have taken me
well over an hour in the past (and that is just the time that
I would have spent on the phone waiting), took less than 15
minutes with the help of Google. Have a look at what I was
able to do in such a short time.

Flight Status: I typed in my flight number and clicked
on the first link in my search results. I was then able to see
that my plane was on time and where it was in real time.
While I was at it, I went ahead and clicked on the link to
the airline’s website, checked in online, and printed out my
boarding pass—thus saving myself from having to wait in
line to check in at the airport.

Weather Report: I typed in “weather San Diego” and I
received the current conditions and the forecast for the
next 4 days. It was really nice knowing what to pack.

Hotel Reservations: I typed in “hotels San Diego” and
Google suggested I try Hotels.com. So I clicked on the link,
sorted by price and location, and booked a hotel in less
than 5 minutes, without picking up the phone.

Now that I had the essentials taken care of, with time
to spare, it was time to make plans for the evening. I pulled
up my Gmail account, emailed my itinerary to a few friends,
and my evening plans were taken care of. Did you know you
can get a Google email account with over two gigabytes of
storage for free? You can also have your Gmail sent straight
to your cell phone in most places, as long as text messaging
is included in your service plan. Otherwise you may have to
pay your wireless carrier more for this service.

While signing out of my account, another thought
entered my mind. Will I be lucky enough to make it to
Mexico on this trip? Just in case, I Googled the U.S./Mexico
exchange rate by typing in “dollar to peso” and found that I
could get 10.44 pesos for each dollar.

So now I was packed and ready to go with a full suit-
case, hotel reservations, and evening plans. Now all I need-
ed was a ride to the airport. I clicked on the Local link,

typed in “City Cab,” got the number, called a cab, and was
on my way. By the way, you don’t have to wait until 3 hours
before your flight leaves to be able to appreciate how useful
this tool really is—but after this experience, I’m impressed.

In addition to what I’ve used it for, you can use Google
for maps, as a calculator or a dictionary, to track ship-
ments, convert measurements, or find images, and for
countless other things. So the next time you have a few
free minutes, type in www.google.com/features.html, or
click on the “More” link on the Google site. See what it can
do for you.

Arthur Garbiso, Director, Information Technology, may be con-
tacted at garbisoa@prel.org.

Google:

More Than a Search Engine
By Arthur Garbiso
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interactive media. As our society evolves, so must our
teaching methods. Despite the advanced techniques we
have now, the focus on gaming in education is still rela-
tively small.

James Gee, author of What Video Games Have To
Teach Us about Learning and Literacy, lays out, among
his many principles, that a good learning game will
ensure that the learner must be enticed to try, that the
learner must be enticed to put in lots of effort, and that
the learner must achieve some meaningful success.
Surely these are ideas that can be incorporated into any
content area.

Games for many are a philosophical departure from
classroom and instructor-led models, but they can teach.
They are not all created equal. Games are not meant to
replace primary materials or teachers. But beneath what
Raph Koster calls “the dressing” of a game, there are sig-
nificant lessons to be learned and tacit knowledge that can
be gained that only comes from tackling issues in a gam-
ing environment, even if virtual. Motivating and reaching
the current generation of young learners has changed dra-
matically—can educators answer the challenge?

Tony Tung, Senior Specialist, Creative Director, JUMP into
Reading for Meaning program, may be contacted at
tungt@prel.org.

Game-Based Learning
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